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INSTALLING ABE’S EXODDUS 

To install the game, insert the "Install” CD ROM, wait for the Setup program to begin, and follow 
the instructions on the screen to install the game. If you have autorun notification disabled 
(ie. nothing happens), simply double-click on the My Computer icon, the CD ROM drive, and 
finally "AUTO.EXE". 

During the installation, you will have the option (by choosing "Full" installation type), of installing 
all the game level data on your hard disk. This will smooth screen transitions in the game, and is 
recommended if you have the space (about 150 MB more than the "Typical" installation). 

You will also have the option of installing Microsoft Direct X 6, which is required to run the 
program. Only decline this option if you are sure you have Direct X 6 installed on your computer 
already. If it’s already installed, it won’t hurt anything to install it again. If you are prompted during 
the Direct X installation about whether or not to replace a file, you should choose the file with the 
latest date, unless you know you need to use the older file. If you install Direct X, you will be 
required to restart your computer at the end of the installation. 

To start the game after installation, either double-click on the Abe’s Exoddus icon in the Program 
Group created, or click on the Start button, select Programs, then Abe’s Exoddus, then the Abe’s 
Exoddus icon. There are also icons (Faster Abe’s Exoddus, Fastest Abe’s Exoddus) for performance 
enhaced (but worse looking) versions of the game. Select the Read Me icon for more specific info 
about these, as well as for instructions on how to install the Oddworld Desktop Theme. 

Before the game starts, you will be prompted to insert the "Play" CD ROM. Once the game is 
installed, this will be the only CD ROM you will need to play the game. 

SYSTEM REQUIREMENTS 

• Windows®95 or Windows®98 

• 166MHz Pentium processor (200MHz recommended) 

• 16MB RAM (32MB or higher recommended) 

• 4X CD-ROM (8X or higher recommended) 

• 100% SoundBlaster compatible sound card 


TABLE OF CONTENTS 

(HARACTERSPEAK 2-13 
IN THE BEGINNING 12 
LOADING AND SAVING 14 
THE STORY 16 
THE (AST 20 
ABE’S MOVES 26 
GAMESPEAK 30 
EMOTIONS 32-35 
ENVIRONMENTS 36-43 I*. 

ABE’S GUIDE TO ODDWORLD 44 
THE ODDWORLD OUINTOLOGY 46-51 * 

CREDITS 52-54 
TECHNICAL SUPPORT 55-56 


KEYBOARD CONTROLS 






0 

(HAKT 

I HELLO 
1 EOLLOW ME 
3 WAIT 
i WOtK 


5 Mt 

6 ALL 7 A 

7 SWAM 

s .stoma 


REMEMBER: Hidden Mudokons award rings to heal the sick. Chant near sick Mudokons to release the ring 





REMEMBER: Angry Mudokons won't stop pulling levers until Abe apologizes. 













If you see some fancy movies followed by Abe’s head 
saying "hello," you've passed the test and loaded the game. 

From this screen you have all sorts of options. If you want to 
dive straight into the game, select "Begin." 

"GameSpeak*" introduces you to Abe’s critical speech abilities. It's cool to 
watch his face when you make him talk. Check it out. Several characters 
besides Abe can talk, too, and you can check them out here as well. 
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HINT: 




"Load" lets you select a saved game, provided you've saved one to 
your hard drive. 

"Options" lets you see how your keyboard or controller is configured, 
and gives you some minor control over the sound. The sound 
options let you select between stereo and mono sound. 


Just before the game starts, you can check out a keen 
"Backstory" movie that will bring you up to date on Abe's 
story so far. 






If you scare away a bird portal, just leave screen...when you return, the birds will be back. 



LOADING AND SAVING S* 
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Oddworld: Abe's 
Exoddus is a tough game. 
Even with infinite lives, it’s 
going to take a long time to play 
through the game, particularly if 
you're trying to rescue all the Mudokons. 
Fortunately, you can save your game. 

Saving a game is easy. Press "Esc" while 
playing to bring up the Options menu. Select 
"Save," and press "Enter". A unique name 
for the current screen will be displayed, 
and you can either change the name 
or leave it as it is. 

If you're in a hurry and you want 
something less permanent, choose 
"Quiksave ,M "from the Options menu 
(or press F5 from a game screen). 
Then, if you die, Abe will 
re-start where you saved. 


Be careful, 

though, because 

Quiksaving in the wrong 

place can leave Abe stranded! If 

that happens, choose "Restart Path" 

off the Options screen. 

To restore a saved game, select "Load" 
from the Options screen. Choose the saved 
game you desire to load from the list of 
names using the up and down arrows and 
press "Enter". To restore a Quiksave™, 
choose "Load Quiksave ,M " from the Load 
screen (or press F6 from a game screen). 

Finally, if you paint yourself into a corner, 
use the "Restart Path" option on the 
Options screen to restore the immediate 
neighborhood to its original condition. This 
can come in handy if you've QuikSavecT 
yourself in the House of Pain. 
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HINT: Some Ghost Traps award the invisibility power-up when Abe slaps them. 




When last we saw Abe, 
he'd just rescued ninety- 
nine Mudokons from 
RuptureFarms", and struck 
a serious blow to the 
Glukkons of the rapacious 
Magog Cartel. Once an 
ignorant, happy floor-waxer, 
Abe now found himself a hero 
to his people. You might think 
Abe had earned a vacation ... 

... but that was 
he fell on his head, 
and had a vision. 

Three restless ghosts 
let Abe in on 
a shocking secret. 


HE STOGY 


RuptureFarms was just one of many 
slaughterhouses the Glukkons are using to 
exploit the Mudokons. Even worse is the 
SoulStorm M Brewery, where super-addictive 
SoulStorm* Brew is made from the bones 
of dead Mudokons mined from Necrum, the 
ancient Mudokon city of the dead! 


Abe, 

being a schmuck — 
uh, hero —set out across 
the desert with five friends to 
find Necrujn. When the game 
opens, Abe and his pals have 
snuck into the Necrum 
Mines. 


Your mission is to 
destroy the Mines 
by sabotaging the 
boilers that power 
the place. You'll 4 
have to find your 
five friends, too ... but 
keep them away from 
SoulStorm u Brew! One slug 
of that stuff and they’ll get sick, and be 
no use to anyone. ..unless you can find a way 
to heal them. And how do you do that? I bet 
those three restless ghosts might have an idea. 

They're probably hanging around their tomb. If you find the ghosts, 
maybe you can get them to confirm the rumor that Scrabs and Paramites 
are running free in the Vaults of Necrum. 


NEED A SLIG? Possessed Glukkons can sometimes summon a Slig by shouting for "Help!" 


What happens after that is up to you to 
discover, but if you think you're going 
to get off with just blowing up the Mines, 
you haven't been paying attention. 

Hellish train rides, bone-processing 
factories, a whole barracks full of 
Sligs, and SoulStorm™ Brewery itself 
are in your future. There won't be 
a dry eye in the house when you 
discover the secret ingredient of 
SoulStorm ” 4 Brew. And oh yeah, it 
wouldn't be a bad idea to rescue 
any other Mudokons you find 
along the way. Never know 
when it will come in handy 
to have a bunch of escaped 
Mudokons to call on. It sure 
bailed your fat out of the 
fire when Molluck had you 
hanging over the meat 
grinders back in 
RuptureFarms"*... 
but that's ancient history. 

IX 
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VICE-PRESIDENT ASLIK 

Glukkon™ in charge of 
FeeCo Depot. The Trains 
will run on time. 


GENERAL DRIPIK 

Stern taskmaster of the 
Slig Barracks. 


DIRECTOR PHLEG 

Head boner at the 
Bonewerks. 




ABE 

Equal parts hero, 
godling, and knucklehead. 


BREWMASTER GLUKKON 

Half the heart but twice 
the flavor! 


WANT TO THROW A ROCK AT A STEEP ANGLE? Try pressing the direction opposite the way you are facing plus Z. 



Robbed of their proud and ancient legacy by 
profit-crazy G(ukkons f the Mudokons are the slave 
labor force of the Magog Cartel. In a masterpiece 
of corporate efficiency, Mudokons that are worked 
to death can still serve the Cartel by offering up 
their bones for SoulStorm" Brew. You’ll find 'em 
wherever the Magog Cartel needs a cheap labor 
force. They're an emotional bunch of guys. 

) Look out if they start fighting! 


Gun-crazy 
fiends ...when 
they've got their 
pants on, at least. 





SCHABS 

Nothing is tougher than a Scrab — 
except, maybe, another Scrab. 


v PAUAMITES 

Vicious little pack animals, but 
they can be your best friend once 
you learn what makes 'em tick. 


CRITICAL HINT: To run straight into a roll, press X while you run! 


THE (AST 



SLUMS 

The lowest form 
of Oddworld life, 
subsisting on the 
offal of Fleeches. 
Hey, it's a living. 


TLEECHES 


SHHYKULL 

Half-Mudokon, half-God, 
all trouble. Abe changes 
into this guy when he 
rescues enough Mudokons 
through special portals. 
How did Abe learn to turn 
into this thing? You weren't 
here for the last game, 
were you? 
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Starting life as happy 
Glukkon pets, these vicious 
little worms rapidly grow 
too big to cuddle, and are 
eliminated by flushing 
them down the toilet. 
Whole colonies infest 
Oddworld's underworld. 


FMIW Slid* 

Half-mad Slig flyboys. 


CRITICAL HINT: 



A public-relations nightmare 
made right! Glukkons were 
aghast when these marketing 
and P.R. machines began 
attacking the customers. 
Now, they make perfect 
security guards! 


i! i 
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turn! 
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Abe is an amazingly versatile little blue guy. Nothing bad will happen to 
you on the first couple screens of the game, so take a couple minutes 
to play with the controls and learn all the things Abe can do. 

MINE CAR: To enter the mine car, stand in front of it and press 
To exit the mine car, or to make it drop from a track (and smash 
whatever is below it... that's a hint, buddy), press (Ctrl). 


SUGS, FLYING SUGS, PARAMITES, GLUKKONS, SCRABS: 

You can possess 'em all. ..and they all have their own control 
schemes! Figuring out how to use them is half the fun, so 
we won't spill it here. Just remember that they can all talk 
(and that the last hint we're giving away for free!) 

While there's plenty of game play on the first level, 
many of the screens are tutorial areas spotlighting 
important game mechanics. Read the scrolling 
LED messages in the background for instructions 
on how to perform moves. 


FARTS: Abe can fart at any time by pressing X. You can use 
farts to annoy Mudokons (making them take a single step 
away from you ...that's ANOTHER hint, by the way). You can 
also possess farts and do nasty things after drinking from a 
SoulStorm ,M brew machine. 


CRITICAL HINT: To jump while you run, press “Space” while you run! 
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Abe does more than run, jump, roll, and 
flip around like a fish. He can talk. 

Even if you can't talk, you'll have to 
learn how to make Abe talk if you 
want to play the game. 

The "GameSpeak™" option available 

from the start-up screen is an * 
excellent place to learn about 
Abe's amazing speech abilities. 

Here's a diagram of Abe's 
GameSpeak™, in case you need it in 
the middle of a game. 

GameSpeak'*' Hints: You can talk to just 
about anything, but Sligs and other 
Mudokons will be most receptive. 


Learning what to say to who is part of the 
game's challenge, so we won’t spoil it for 
you, but here are a couple pointers: 

* Say "Hello" to initiate conversation 
with a Mudokon. 

* Say "Aliya!" to alert all 
Mudokons at once. 

* Learning to use "Follow Me" 

** and "Wait" is pivotal to solving 

v — many puzzles. 

* Some of the words (especially 
the rude sounds) are just plain fun 
to make. Use GameSpeak™ to 
personalize the way you play the 

game. It’s an attitude thing. 

* Sligs can order Slogs. 

* Glukkons can order Sligs! 

Experiment! 


IMPORTANT: You can pick up rocks, bones, grenades, and meat by squatting next to them and pressing (Ctrl). 


EMOTIONS 


The Mudokons aren't just targets, you know (although 
they are fun to shoot). They're real creatures with 
emotions of their own. In your travels, you'll run into 
plenty of moody Mudokons. 



hMf MUDOKONS won't listen to you, 

unless you tell them you're sorry. They'll 
sometimes take a swing at you, so be careful. 



WI&ED MUDOKONS are all hopped up 

and out of control. They're usually 
strung out on laughing gas. You'll have 
to slap some sense into them before 
they'll listen to you. 



DEPRESSED MUDOKONS are so upset 

about living in slavery that they'll 
scarcely acknowledge Abe is even 
there. One good shock can push 
them over the edge into suicide, so 
show them some sympathy when 
you meet them. 





SICK MUDOKONS are drunk from SoulStorm " Brew. 

You'll need to find a helper Mudokon to give you a 
healing ring before sick Mudokons can recover. 

BUND MUDOKONS can't see, on top of everything else, 

so they need some special care when you 
talk to them. Mostly you'll need to tell 
them to "wait!" or they'll just walk 
right off ledges and into walls... 
which is kind of amusing the first ten or 
twenty times you see it. Especially if there 
are mines or drills around. Or death drops. 
Or electrical walls... they're good too. 
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HINT: Use farts and grenades to blow up chant suppressors! 


^OM( l$ A EOfc THE SOUL! 

Abe can turn wheels and pull levers by himself, but sometimes 
you'll find complicated contraptions that Abe can operate 
only with help from his fellow Mudokons. You'll 
need to GameSpeak with your buddies to 
get them positioned in front of a wheel or 
right next to a lever... then tell them to 
"work!" Sometimes Abe needs to work 
at the same time, so look alive! 
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QUABMA IS GOOD FOB THE SOUL TOO! 

More properly, Quarma is your soul. 
Rescue lots of Mudokons, and your 
Quarma is good. Leave them to die— or, 
worse yet, kill them intentionally— and 
your Quarma is going to go south, 
and in a hurry. To win the game you 



must have good Quarma, meaning 
you must save at least as many 
Mudokons as are killed. Watch for 
i Status Displays throughout the game for 
A hints about how-many Mudokons you've 
/ r^ttued, and how many are still out there. Be 
mo ro d gnTrTy ou r investigation, because once you 
leave an area, any Mudokons left behind are permanently lost! 



For the ultimate challenge, try to rescue all 
300 Mudokons. You'll get a special bonus 
if you do. There is no truth to the rumor 
that a secret bonus awaits players who 
kill nearly all the Mudokons. No 
truth at all. What kind of sick people 
do you think we are? As if we'd put 
something like that in a game. 

Not us. No way. Nope. 


WHO (UTTHECHEESE? 

There's no delicate way to put this: 
Abe can fart. He can fart up a 
storm ...a SoulStorm™! Drink brew 
from a dispenser machine (you'll 
find the first of several full 
machines in FeeCo Depot) and 
press (X) button to fart. Chant to 
possess the thing, move it 
around, then chant again for a 
BIGv$URPRISE! You-can also 
makHMudokons upset by fartin 3 ^_ 
near them, which comes in handy If 
you want someone to step aside. 





REMEMBER: Sligs can use GameSpeak to control Slogs! 
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MUHDAMCUEE VAULTS 


Part of Necr um Is overrun 
by wild Scrabs... 




v x. ' . 
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...while another part is 
infested with Paramites. 


DON'T FORGET: Make wired Mudokons snap out of it by standing next to them and slapping them (5). Only slap them once.. .multiple slaps can kill a Mudokon! 





Where Mudokon bones 
are processed into the raw 
materials of SoulStorm™ Brew. 


Transportation hub of the 
Magog Cartfll. 


HINT: You can make Mudokons stop fighting each other by saying, "Stop it!" (8) 











ENVIRONMENTS 


SOULSTOkM brewery 


Where all the pieces come together, 


and Abe discovers the secret 
acliefltftf Brew...or dies trying'. 


iSj.i , 
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HINT: Abe can slap Sligs by pressing (5), but you better be in the shadows to try it! 
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UXB 

slap when 
it’s green 


GHOST LOCK 

slap these for specia 
and to open tomb 


wers 

loors 


MOTION DETECTOR 

stand still when 
these touch you 

(V 


ABE’S GUIDE 
TO ODD WOULD 
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LED SCREEN 

read these 


for clues 


UNO MINE 

jump over these 


TRAP DOORS 

look out below! 
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TOMB DOOR 

release spirits to 
open these doors 


b 


jn 
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STORY 

STONE 

touch 
these for 
clues and 
cool stuff 


* 

£ 



• / 

♦ 5 

SLIG LOCKER 

ROCK SACK 

where do you think 
they keep their pants? 

< i iir.il y t nwr 

hit this to 

get a rock 

) Will MJII.l 

tfc 
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PLATFORM 

ride these up 
and down 


! 


\ 




TELEPORTER 

pull the lever and 
hold your breath 


FALLING OBJECTS 

headache! 


V 
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SHRYKULL BIRD PORTAL 

rescue this many guys at 
once to get a bonus 




GLUKKON VOICE LOCK 

possess a Glukkon 
and talk to 'em. 



ABE PORTAL 

chant and jump 
through tnese 


SLIG VOICE LOCK 

~ — make Sligs talk 
to these 


. MINE 
<A V DRILL 

safe when 
, * turmed 
> off... 
otherwise, 


DIRECTORY 

touch this to 
see a map 


GLUKKON 
SECURITY FONE 

only Glukkons 
can talk to these 


look out! 
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SOULSTORM™ BREW DISPENSER 

push the button, then 
do what comes naturally 



SLAMDOOR 

like a wall, only 
more violent 


MEAT SACK, 
BONE SACK 

slap these to play 
with your food 


SLOG HUT 

look out 
for Slogs! 


WELL 

jump into 
these 






BIRD 

PORTAL 

chant near these 


1 


»\ 


/ 


SLIG SPAWNER 

for all your disposable slig needs 


WORK 

WHEELS 

turn these 


GRENADE 

MACHINE 

push 

the 


green 

button 


. 

m 

m 


MOVING BOMBS 

touchy, touchy 


GRENADE 

don't wait too 
long to throw 
grenades! 


A MINE CAR 

I to enter Mine 
Car, "Ctrl” to exit/ 
drop Mine Car 
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pull it 


MUDOKON STATUS 

ELECT&K WALL keep an eye on these— 45 
touch it and fry they're important! 



THE ODDWO&LD QUINTOLOdy 


Oddworld: Abe's Exoddus is the first "bonus game" in a five part 
game series from Oddworld Inhabitants called "The Oddworld 
Quintology." Each part of the Quintology will have one or more 
bonus games. The first game in the Quintology, Oddworld: 
Abe's Oddysee, introduced Abe and his friends, and was the 
^F inspiration for this bonus game. Oddworld is big — very big — 
and Abe's Exoddus is just a brief glimpse of 
■ the strange and exciting depths of THE ODD! 

The next Quintology game, Oddworld: Munch's Oddysee, 
will reveal a whole new way to explore 
Oddworld, thanks to a mind-blowing new 
game engine, and a cast of characters 
guaranteed to give you nightmares. 

Or sweet dreams. All depends 
i what you find cute and cuddly. 

Us, we go with the cuddly. 
Especially if it has tentacles 
or nasty poison spikes 
that can penetrate 
your brain. 


HINT: Abe can make depressed and angry Mudokons feel better by standing next to them and saying he's sorry (7). 


Munch's Oddysee will peer deep into the strange and bizarre 
realities of those hanging out at the bottom of the food chain. 
You'll meet the cute and ciddly inhabitants anxiously waiting 
their turn to receive drops of acid in their eyes (don't worry, 
it’s ail in the name of a safer fabric softener). You'll talk with 
those who have donated their organs to science (before 
they were dead). How else can we learn if our new 
and improved products are truly safe for the 
most valuable creatures on Oddworld — 
Khanzumerz! As they say at Vykkers 
Labs, "It's OK, really, they won't 
feel a thing!" 



MUNCH'S 
ODDYSEE: A 




. 

REMEMBER: If Abe stands still in black shadows, he cannot be seen! 



Ongoing projects in conceptual development at Oddworld Inhabitants are 
two new series of future interactive genres. The Habitales™ series allows users 
to experience days in the life of many of the creatures of Oddworld as they 
struggle for survival and balance in their natural environments. No guns, no 
points, no timers, no saving the world. Just keep you own arse and offspring in 
one piece to live and propagate in an on-growing, simulated, onwardly evolving 
virtual habitat. The Fearietales™ series bops you beyond 



the mortal realm and tunes in live with the 
fashionably dead. This massive mystery 
series raises the interactive world to a 
whole new level of deeply disturbing 
entertainment. No blood, no guts, 
just grass roots spiritual and 
psychological horror from 
the other side. Not for the 
weak hearted. Watch for 
further developments! 





REMEMBER: Let sleeping Slogs lie! Sneak past sleeping enemies by pressing (Alt) while you walk. 
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TECHNICAL SUPPORT m.imm 

ASSISTANCE VIA WOPLD WIDE WEB 

Get up-to-the-minute technical information at the GT Interactive Software web-site, at: 
http://www.gtisonlme.com, twenty-four hours a day, seven days a week. Through this site' 
you'll have access to our FAQ documents, (Frequently Asked Questions) which contain 
our latest product information. You’ll have access to our Hints/Cheat Codes area where 
you can pick up some tips if they're available, and an E-Mail area where you can leave us 
your tech support problems and questions if you do not find your answers within the FAQ. 

HELP VIA TELEPHONE FAX OR MAIL 

For phone assistance, call GT Interactive Software's Tech Support at 425-398-3074. We 
have an Interactive Voice Response and Faxback system that is available twenty-four 
hours a day, seven days a week. This automated support which will include information 
from our FAQ documents such as gameplay tips, information on Control Keys, possible 
cheat code combination keys, instructions for finding secret screens and/or additional „ 
game levels if these type items exist and are made available for this particular product. If 
you should need live support, we are available Monday through Friday, 7:30 AM until ^ 
7:30 PM (PST). Please note that live Tech Support may be closed on major holidays. You 
may also fax in your Technical Support questions or problems to: (425) 806-0480, or 
write in to the address below. 

PR0DU(T RETURN PROCEDURES 

If you encounter what may be determined to be a defective product medium issue such 
as your game freezing at the beginning or during gameplay, no display, etc., you must 
call our technicians at 42 5-398-3074. If they determine that you will need to forward 
materials directly to us, please include a brief letter explaining what is enclosed and why. 
Make sure you include the Return Merchandise Authorization Number (RMA#) supplied 
to you by the technician and your telephone number in case we need to call you. Any 
materials not containing this RMA# will be returned to you unprocessed. Your mail 
should be sent to the following address: 

GT Interactive Software 
13110 NE 177th Place 
Suite# B101, Bo x180 
Woodinville, WA 98072-9965 
Attn: Technical Support 

RMA#: (include your RMA# here) Ol 


WA&PANTy POLICY 

If our technicians determine that the product storage medium is found to be defective within 
ninety (90) days of original purchase, (unless otherwise provided by applicable law), GT 
Interactive Software will replace the item free of charge, to the original purchaser, if the item 
i^liccompanied by the original dated receipt and packaging. If you do not have the original 
receipt, or if the warranty period has expired, GT Interactive Software will replace the 
product storage medium for a nominal fee. 

If your product information contains Technical Support phone numbers for Europe, you must 
contact those phone numbers and abide by their warranty policies. 

' TECHNICAL SUPPORT (EUROPE) 

HELP VIA TELEPHONE IN EUPOPE 

Technical Assistance: English speaking customers call 01923 2091 45 

Assistance Technique: Remarque: Notre service de soutien technique se 

trouve en Angleterre. Clients francophones appelez 
le 00 44 1923 209148 

Technischer Kundendienst: Beachten Sic bitte dass sich unser technischer 

Kundendienst in England befindet. Den 
deutschsprachigen Kundendienst erreichen Sie 
unter folgender Nummer: 00 44 1923 209151 

% I j OTHEP 

Please do not make unauthorized copies. The program you’ve purchased was produced 
. through the efforts of many people who earn their livelihood from its lawful use. Don't make 
^copies for others who have not paid for the right to use it. To report copyright violations to 
the Software Publishers Association, call 1-800-388-PIR8 or write: 

Software Publishers Association 
1 101 Connecticut Ave., Suite 901 
NW Washington, DC 20036 

This program is protected by United States federal and international copyright laws. 

All trademarks mentioned in this manual are the property of their respective owners. 
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END-USER LICENSE AGREEMENT 

PLEASE READ CAREFULLY BY USING THIS SOFTWARE YOU ARE AGREEING TO BE BOUND 8Y THE TERMS OF THIS LICENSE IF YOU DO NOT AGREE U 
THESE TEF VS PROMPTLY PE'i THE PRODUCT IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED fT. 

1 Uctrep mo software accompanying ttns license (the Software") and the related documentation are licensed to you by us and are subject to 1 
I, cense If the Software is configured for loading onto a hanjnve, you may so load the Software only onto the hard drive of a sfnjg computer ar. 
the Software eft only that hard dn , e You may not delete the copynght notices Of any other proprietary legend on the original copy of the Soitv. 

You may transfer a'i nghts we grant to you in this license to someone else as long as he or she reads ana agrees lo accept this license If therr 
editor incorporated into the Software this license is also subject to Section 8 below. 

2 Restnctons The Software contains copyrighted matenal. trade secrets and other proprietary material. You may not decompile, modify reverse 
engineer disassemble or otherwise reproduce the Software eicept as expressly allowed by us You may not rent, lease, sublicense or distribute the 
Software Yr u ma, not electronically transmit the Software from one computer to another or over a network. 

3. Terminate* This License is effective until terminated You m3y terminate this license at any bme by destroying the Software and refated 
documentation This License will terminate immediately without notice from us if you fad to comply with any provision of this license Upon 
termination you must destroy the Software and related documentation. 

4 Disclaimer of Warranty on Software You are aware and agree that use of the Software and the media on which it is recorded Is at your sole risk The l 
Software, rented documentation and Lhe med-a are provided "AS IS * Unless otherwise provided by applicable law, GTTS warrants to the original 
purchaser of this product that the Software storage medium will be free from defects in material and workmanship under normal use for ninety (90) 
days from the date of purchase This warranty is void if the defect has arisen through accident abuse, neglect or misapplication We EXPRESSLY 
DISCLAIM ALL OTHER WARRANTIES. EXPRESS OR IMPLIED. INCLUDING BUT NOT LMTEU TO. THE IMPLIED WARRANtB Of MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE WE DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE Will MEET YOUR REQUIREMENTS. 
NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR IN 
ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THEA“‘ ' 
EXCLUSIONS MAY NOT APPLY TO YOU 

5. limitation cf Liability. UNDER NO CIRCUMSTANCES. INCLUDING NEGLIGENCE, SHALL WE BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENT 
DAMAGES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION. EVEN IF W i • ‘ • ■ 

POSSIB'UTY OF THOSE DAMAGES SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES SC T hE AEGVE LIMITATION OR EXCLUSION MAY NOT A°PLY TO YOU. In no went shall our total liability to you tor all 
damages losses and causes of action (whether in contract, tort or otherwise) exceed the amount paid by you tor the Software 

6 Controlling Law and Severity Tn-s license shall be governed by and coretreed in accordance with the few* of the State of New York, USA. If any 
provision cf this license is unenforceable, the rest of it shall remain in effect. 

7 Complete Agreement This license constitutes the entire agreement between the parties With respect to the use of the Software and the rented 
documentation 

8. Edftor and End-user Variations 

(a) The Software may include an Editor An Editor' is a feature which allows you to modify the Software or to construct new variations for use with 
it. These modifications and variations can be both playable and ncn-playable. An Editor includes its associated tools and utilities. An Editor is NOT 
shareware You may no: freely distribute it to any BBS CD. floppy or any other media. You may not sell it or repackage it for sale 

(b) Using the Editor, you may create modifications or enhancements to the Software, including the construction of new levels (collectively referred lo as 

‘Vanations subject to the following restrictions. 

i Your Variations must only work w.th the full, registered copy of the Software, not independently or with any other software 

ii Your Vacations must no! contain mec,?, cations to any executable file ~ M 

in. Your Venations must not contain any libelous, defamatory, or other illegal material material that is scandalous or invades the rights cf privacy oil 

publicity of any third party cr contains any trademarks copynght-protected work, or Other recognzabte property of third parties, 
rv At least once in every online desenpbon and w.th reasonable duration on the opening screen, your Variations must prominently identify (i) the 
names and email addresses of its creators, and (ii) the words THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT Interactive Software, OddwwW 
Inhabitants, lx . or any of their affiliates and subsidies. 

v Your Variations m List be distributed solely for free. Neither you nor any other person c< party may sell them to anyone commercially exploit them 

in any way, or charge anyone for using them You may exchange them at no charge among other, end-users. 

vi By distnbuting or permitting the distribution o! any cf your Variations, you hereby grant back to us an irrevocable royalty-free C*.7 

right to use and distribute tnem try any means ** v * 0 V 

vw The prohibitions and restrictions m this section apply to anyone in possession of the Software or any of your Variations. 



